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URGENT TELEX URGENT TELEX URGENT TELEX URGENT TELEX 
Dip 85 L Rus/Pub/1 Spring 1903 (200386) 



To The Publishers of an Important Forum 
The Missing Tiger 

Rick, Mark, Esther and all Helpers 

From The New White Russian Knight 

A Keen Advocate of Communication 
Tsar Mishka Vodka Smirnoff 



George Simirnow 
15 Aubrey St 
Vermont 
Vic 3133 



Good People 

Through you I hope to address many. In our pursuit of a common pleasure 
albeit sometimes unidentifiable some of us have forgotten how to write. We have 
access to a forum not to be wasted. I now personally urge everyone to once 
again take up their pens or dust off their keyboards. I am distrubed by the 
dwindling spirit to communicate. 

I AM NOT ALONE IN THIS 

I congratulate the BRAVE MICHAEL GIBSON for getting up in (that rag) 
Austral View and issuing the warning that to him real nail only will do. 

For my little Part I am considering attacking anyone in my games who has 
not the decency to correspond. I feel that if just a few people of principle 
join this movement it will have a very powerful effect. Nobody wants to lose. 
Conversely to those who do correspond goes an automatic non-aggression pact. 

The battle cry as I go in will be 'If you don't write, you don't care'. 
It's as good an excuse for stabbing as I've heard lately and it's got 
principle. 



MISHKA 'VODKA* SMIRNOFF. 
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ON THE ROAD TO 



The TELEX 

I have noticed and been a participant in the non-writing malise of many of 

the current Diplomacy games. Like everyone else I have the excuses of 

Family, work, time, poor organising etc. But George's challange has managed to 

get me to the keyboard again. So watch out people in my games Ramblin Rick is 
on the comminique path again. 

So I would strongly urge everyone involved in postal Dip games; be they Go 
Between , Envoy, Tau Ceti or in-house games to get out their quills and start 
using some diplomacy. 

LIFE IN THE FAST LANE 

From reports coming back in the vast majority of players are happy with the 
present pace of games or indifferent. So we continue as we are, except we will 
try and get a quicker turnaround time from this end. 

PLAY BY MAIL REFERENCE BANK 

While attending the Wargames convention in Wellington i got my wet little 
paws (it rained most days) on some Generals containing articles on Diplomacy 
and play by mail rules for games like Starship Troopers, Dune etc. 

If people want to know what the Missing Tiger Library holdings are just 
write in and I will send you a catalogue. 

FACE TO FACE 

The first threads of this network are starting to appear. If anyone else 
is interested in acting as a contact person for face to face games of 
Diplomacy, Kingmaker etc for their suburb, town, city or area let me know. The 
next issue of the Go Between will contain a listing of contact people for 
various areas. I will try and get this list into the pages of other magazines, 
such as Pandora, the Envoy, Breakout etc. 

Some people may doubt the benefit of this service especially if they 
haven't tried to organise face to face games once they have started working or 
their friends do something stupid like spending time with loved ones. 

STATISTICS SERVICE 

Andrew England would like some help in providing this service to postal 
Diplomacy. If you are interested or can't bear to see Andrew try to bear the 
mantle of Kibble's last Gift alone then write to Andrew England 91 College Rd 
Somerton Park SA 5044 ph 05 29 52837. 

-1- 



INFORMATION EXCHANGE 



This idea has been softly ebbing back and forth in my mind for a number of 
months. Alex Law from Toowoonba discussed it with me at the World Science 
Fiction convention in Melbourne last year. 

Believe it or not in this information rich world of ours it is very hard to 
get various pieces of information. What normally happens is that some bright 
effresvant person sees a need for a network of people interested in Star Fleet 
Battles or users of Apricots etc. That person spends many hours (read days 
whatever) bringing that idea to fruition only to discover that it has already 
been done by someone else, or this is the fifth try and why doesn't someone 
concentrate on keeping the idea going instead of raking over the same ground. 

Or someone is interested in wargaming but can't find people to play with. 
Simple you say look up Breakout for the club listing. Breakout? What's that? 
Of course the problem with any information network or exchange is publicity or 
rather profile. 

Many people benefit from a Information network or exchange. Firstly the 
person seeking the information not only because they find what they want but 
often it saves them a large amount of effort. Second, the club/magazine/group 
etc who are put in contact with the information seeker. 

I would like to see somebody form such a network or exchange. We at The 
Missing Tiger would be willing to help however we can. Whoever sets it up 
should think carefully about charging a users fee and/ or a finder's fee. Of 
course it would be great for someone to do it for nothing. However all such 
charitable efforts face the tremendous possibility of collapsing. 

If anyone one is interested in this idea they should write to Hick c/o the 
Missing Tiger. 

BULK BUYING DISCOUNT 

Only three people expressed an interest in participating in the bulk buy of 
Panther Games "WARLORDS". So we didn't reach our base level of 10. However a 
lot of interest in the general idea has been generated. 

So if anyone would be interested in buying various games at a discount 
rate, suchas diplomacy/kingmaker etc etc we will hunt around for a group 
discount. I am currently trying to tee the bulk buying idea up with other 
magazines/clubs and pbm groups. 



OLD CARTRIDGE 



NEW RIBBON 



Saving* 



JANE repacks most 6,8,9,12,19,25,38 & 50 mm wide NYLON RIBBONS 
used for computer and other printers. 

JANE repacks in conventional boring BLACK or 

so you can be different from everyone else, in 



BLUE 



GREEN 



RED 



BROWN 



PURPLE 



FOR : - 



COMPUTER DOT MATRIX PRINTERS, TELEX MACHINES, POS, ATM'S, 
CASH REGISTERS AND DATE CODING MACHINES 



*** PROCEDURE FOR SCORING EFFICIENCY POINTS IN THE OFFICE *** 



10 DON " T throw away your printer cartridge or spool. 

(If you're not sure if your Cartridge can be repacked send a used 
one to Jane for a quotation). 

20 EIND an old shoe box or equivalent (you'll need this later) 

30 E>LACE "used" cartridge in shoe box. 

40 IE shoe box is full - GOTO 50 , ELSE, GOTO 30. 

50 PACK & WRAP box full of cartridges. 

60 POST TO JANE (See address below) 

(Don't forget to say which colour you want.) 

70 WAIT 3 working days (while Jane works hard, repacking your cartridge 
with brand spanking new ribbon, [P.S. she pays the return postage]) 

80 USE YOUR OLD CARTRIDGE WITH NEW RIBBON WITH SAME RESULT, FOR LESS $'s. 

90 WATCH YOUR REPLACEMENT COST SHRINK 

95 SAVE the shoe box for next time. 

99 ASIC FOR PAY RISE - you've earnt it! 

TELL YOUR FRIENDS 1 ! ! ! ! 




P.S. Oh! By the way we sell NEW ribbons too! (But we try to keep that a 
secret) 

(* Savings of 30-80% on replacement cost can be made) 



JANE'S COMPUTER SUPPLIES 

48 CRIBB ST., MILTON. 4064 PH: (07) 369 0420 



I am a member of the Griffith University gaming club in Brisbane. Our club 
meets every Sunday from 10 am - 5 pm at the University. If anyone wishes to 
play there will be a cost of 50 cents a day or $20 a year for club membership. 
We also play other role-play and board games for those who are interested. It 
would also be possible to arranage games at other times, by ringing Malcolm 
Owen on 37 21434 anytime on Monday, Wednesday and Thursday nights. 

We are also thinking of starting up a Diplomacy PBP (play by phone) for the 
Brisbane area. I must congradulate you and your company for a great game. 



Dear Tigers 

I was wondering if it would be possible to run a fant- 
asy role-playing campaign by mail through the Go- 
between. I would use the Dragon Warriors role playing rules 
because they are simple and lend themselves well to PBM. 
The players wouldn't hi;ve to buy the rules (.vhich cost $4 
and are available at most booK shops.) because all they 
really need to know is how to generate characters, which I 
would send to them when they join the campaign. 

Each player would start with a party of four characters, 
which they would spin themselves. The campaign is centred 
in the City State of Anfeng which is part of my D&D game 
world which I have been developing over the last eighteen 
months. I thought that half a page or a page in TGB 
could be set aside each issue, like your diplomacy games, 
for player messages or rumours. Even if the space can't be 
spared could A please mention the game in the next TGB so I 
can get some players. 

The game .vould of course be free. 



Malcolm Owen. 



ROB 



R T 



PATERSON 



62 Monash Ave Nedlands 6009 WA 




DIPLOMACY 8 4 -A 



SPRING 1908 



PRANCE (Brown) 

F NWG - NOR 

F NTH S F NWG - NOR 
*Tfr BAR - ST.P"^ 

F NAF - TUN 

F WES C A SPA - ALB 

A KIE S A BUR - MUN 

A RUH S A KI E 
<TA BUR - MUN) 
Ch DEN - SWE ) 
C^K MAR - PIE^ 

A SPA - ALB 



AUSTRIA (Davis) 



A ST.P - FIN 



<fA 


HOS 




st.p3 






CF 


GRE 




ION) 






F 


BLA 




CON 






A 


BUL 




RUM 






A 


BOH 


S 


(GER) 


A 


MUN 


A 


SIL 


S 


(GER) 


A 


MUN 




PIE 




MAR) 






A 


NAP 


s 


A TUS 




ROM 


A 


TUS 




ROM 






A 


VEN 


s 


A TUS 




ROM 


A 


CON 




SMY 






A 


ANK 


s 


A CON 




SMY 


* F 


TRI 




ADR 







GERMANY (Hopkins) 



F NOR S A 
A PRU S A 
A BER S A 
A SWE S F 



SWE 
BER 
MUN 
NOR 



A MUN S A BER 



Retreat SKA 



ITALY (Smirnow) 
Disband F TUN 
F ION C (FRA) 
F TYR C (FRA) 
A ROM - APU 
A SMY - ARM 



SPA - ALB 
SPA - ALB 



KEY: 

* Builds 

~ \ Failed moves 
NMR No Moves Received 



PUBLIC STATEMENT : 

"Glittering Garribaldi advises the world that if Rock Kool Kaiser 
Hopkins does not write then he does not care.... And that also goes 
for Fritz Franz and Smelly Pierre." 



VIENNA: "Due to massive French land and naval concentrations along 
the borders of Italy, Austro-Hungar ian peace-keeping forces have been 
forced to extend their stay." 



PRAGUE: "Any further attempts by French military forces to occupy 
territories belonging to the noble Kaiser Wilhelm II shall be met by 
an AUSTRIAN DECLARATION OF WAR. " (scared??) 




Bal y (Wayne) 

AVen-^Tos <£$>Hi^ 
T Tnb Hold /^*y,\S rf r^wc wiow local WWi\ 

F AN*- Co* 



Russia 

Fs*Pet--BQrS'c Q 
F Den - Heli S«HT 
f Swe wjtdyj local Dovi^p 



FTun-JonSea ^ /%|/ 

f Pie >0ul Ly°" foUtSmy 
A Mar •» fie F/ut 
A 6ufc * Mar**F 
A Bd *Bur **F 

F EnqCh (WA LflN-6 e ' ^ lfat c 
FMorwSea-vJorW • W \« 



A MiM toft $ Ruhr 
A W M 

A surp f T&t 

A TW» — PtED **F 





?o$mod VACAHT 
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DIPLOMACY 84-D 



FALL 1906 



ENGLAND ( A . Col lister) 
A Fin ~ StP, A Nor B A Fx n 
F Bel Hold, F Nth C A Yor 
A Pic S A Dre - Par, A Bre 
TURKEY CD. Bedli ngton ) 

A Ukr War « A Mas S A 

F Aeq S A Bui - Gre, A 
ITALY 1 P . Cox > NMR 
A Bsr i So I d , h Hun no i a 
A Tri Hoi d , A 
GERMANY <.Ci /i I 
A StP Hold iDisbandB* , 
FRANCE ( D . Hal 3. et t ) NMR 



Bud Hold. 
Disorder ' 



- StP,, A Den S F 

- Hoi , A Yor - Hoi 

- Par , F Spa - 



Kiel , F Kiel H 



1-1 ar 



F Enq -- Mid 
. F Mid - Wes 



Ukr - 
Ser S 



war , A Bui - 
A Bui - Gre, 



■ 

r 



! yr Hoi a , 
Adr Hold, 



I on 
Bre 



Gre, A Rum - Bud 
F Con - Bia 

Ho id, A Ven Hold 
Hold (Retreat Alb) 



A • ,; ■ Hold (Di 
A Bur Hoi d 



=hand< 



A Ruhr Hold 



ADJUSTMENTS; 



ENGLAND : 



TURKEY r, 

ITALY: 

GERMANY s 
FRANCE: 



Bp a , Mar , Hoi 



I... on Edi , Lpl , ! , , uci , i 

Dan , Bre, io.o-, Par , StP 
(Build F • :-l . A t < J :>. , A L..on ; 

Aiik, Smy, Bui, Rum, Sev, Ser , Gre., i'-ar .. Has 

(Build F Smy, F Con, A Ank ;■ 

Rom, ven. Nap, Tun, vie. Bud, "fri 

Nun , $f-<k , Bar (No Chanqe) 

ftf-, Ut (A Ruh Disbands) 

f4f (A Bur Disbands) 



(15) 

( 1 0 ) 

(9) 
(0) 
(0) 



GM COMMENTS: > K ■- down to s throe horses race, as Doth 
Uermanv and Francs are forced out o< th» game. lurkey 
finally makes a litove aqamst Italy, and t i mos It well, as 
Italy NiiR'Su But can oi trior Italy or Turkey catch England, 
] encths a he-:; ad arid looking a sure w:L poor ., ?'? 

-8- 



Cameron Thomas ^ 



DIPLOMACY 84 - S 



PALL 1 906 



DARRYL DAVIS - GM 



RUSSIA (D. KIBBLE) 

P NTH S (ITA) YOR-LON 

P NWS - EDI 

F DEN - KIE 

F GOB - BAL 

A PRU - BER 

A SIL S PRU-BER 

A GAL - BOH,, 

A SEV watch sinking ship' 
A RUM watch "sinking ship' 
A ARM S (ITA) CpN-ANK 



GERMANY (P. SZABO) ITALY (C. THOMAS) 



P MID - BRE 

A LPL - EDI 

A RUH - BBL 

A HOL S RUH-BEL 

A BER - MUN (DISB) 

A KIE S BER-MUfl 

PRANCE (R. SNELL) 

P ENG - LON 

P IRI - LPL 

P BEL - HOL (DISB) 

A BUR S BEL-HOT*nsu 

A MAR S BUR 



P YOR - LON 

P TUS - GOL 

P TYR - WES 

F GRE - ION 

F SMY - CON 

A CON - ANK 

A MUN S (RUS) DEN-KIE 

A TRL S MUN 

A BUL S SMY-CON 

TURKEY (D. COX) 

F ANK - CON 

P BLA S ANK- CON (DISB) 



BUILDS / CENTRES 

ITALY : Rom/Ven/Nap/Tun/Tri/Gre/Ser/Bul/Smy/Edi/Lon/Mun/Con (13) 

BUILD A VENICE and A ROME am> F */AP*fS 
RUSSIA: StPAos/War/Sev/Swe/Nwy/Vie/Rum/Bud/Den/Ber (11) 
BUILD P ST. PETERSBURG (NC) 
Kie/Hol/Bel/Lpl/Bre ( DISBAND A BERLIN) (5) 
Par/Mar/Por/Spa (DISBAND P BELGIUM) |4j 



GERMANY: 

FRANCE: 

TURKEY: 



(DISBAND P BLACK SEA) 



PUBLIC STATEMENT : (ITALY) "German presence in the Iberian Peninsula 
will not be tolerated. The Italian Navy will see to that! Long live 



the Italo-Pranco-Russian Alliance 



PUBLIC STATEMENT ; (TURKEY) "Touch us if you Dare! 




AUSTRIA A T^r S T„r- A \fen , A TV, Ser, A l/Jar-Wct, A Uicr-uVr 

A Scv S> A vJ&r-mo* , F A^r-APH. 

F t0~^ S F St. Pfwi) 
Gcft^ftuv Cwo.^&rO F S^e- Rot, i r t>cn ■ S«j* , A P.c-Pc^r. A (Lok-feor. 

A S, A RoU <3>o- , A S A &oh 



^-o eC j. i^.o, , -tomorrow ,v ^.ll 



<ss-.-j t- 



4x3 




TALL 1903. andA&ii) -dcAacAi 

I7ALy:QOUlD:7 tpcun SC to po/itu.gal.7 ty/ut sup 7 ion to turtle , T napl&A to aputia. 

A tuiol to munich. A t/ileste. sup Aust A uienna. 
TURKClf: SNLLL; 7 tunis to tuns. . 7 g/vejece. sup T ae.ge.an to Ionian. 7 Hutganjja. to aegean. 

7 con to ankcuta, A seydLia tup A numania. A nxmania sup A sesiJLia, ~^ Lfus ^ M ' 
QtRPlANy:PlcKINLiy:7 keJJ. hold. A iwovisejMe-S hoM. A (LuuiQundu to munich. 7 Holland sup 

A Belgium. A Belgium sup 7 kolland, 
ENQLAND.'JAMUSZ. 7 no/vth to No/may sup iy A sued, 7 non. to (Latent, 7 sJcag to den, A yonkto wales 
7RANCt:NflR: A ploandy RUSSIA: NflR;7 Hack sea, jUnland. A St PeiejisieJig, Budapest 

Qalacia, Bone/iuxi. 

NO) QCRTIAN PLAy01:Btll CidUnley. 18 blondejilost Outlook, AnnejvUy , Queensland, 4703. 

My 7AKIRS TOR RUSSIA? 




.A 



y 



_< 



j! as #tmfA*m&<< -l J *Q/ 

»Y < /C «? ffl ' 



SB 



© 



£Y©»- 



far** Cf^or S**»Jj 4*u/-fc ffbr $ *&J-fa> fi&J+fa; 

G£Ri*fiitH Ctitkr &r/ fox) S <W ; -M; # - # 

m#C£ C&rHitfautfy) 8*1- /9 &Or-M;# Mar <9S/*.-f*S; 

jOmX CScJ/a^ M/jLs) bid ffa &ftaZ 

Co*M<jA/ eiir t<^. as cl Ue%/ />tyr<&(e*t2 k^Cn. /q/qaa^ c4A-4>v€ fitwttvrti < ^94/60^ coo*U/ 
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DIPLOMACY B5-J 



ITALY (Whitchurch) : A V04+TRI ; A ICt TYR 5 A VEN-TRI; F ALB 5 A VEN-TRI; F NAP Hj 
F E A3- AEG . 

TURKEY (York): A TBI H (KIA); A HER S A TBI H ; A BJL-GRE; F IBN-HJN; 

F GRE-ION; F SMY-AEG . 

AUSTRIA (Collister): A VIE S (Italian) A VEN+THI. 

RUSSIA (Wilkins): A SWE 3 A STP-NWY; A STP-NWY; F BOT S A 5JKE; F RUM H; 

A MUN-BER (Retraats BOH); A BUO S A (Turkish) TRI H ; A UKR-WAR. 

FRANCE (Hopkins): F ENG S A BEL; A BEL 8 (English) F NTH-HOL ; A PIC S A BEL; 
A BUR S (German) A BER-MUN; F MAO S F ENG. 

ENGLAND (Civil Disorder): Disband A NWY (KIA) 

GERMANY (Braun): A HOL S F DEN+KIE; A RUH S A BER-MUN ; A BER-MUN j F HEN-KIE; 
F SKA-DEN. 



Centers as of Fall 1903: 



ITALY! Ven, Tri, Rom, Nap, 7yip(. Disband 1 (F EAS) 

TURKEY: Con, Ank, Smy, Bui, Ser, Gre, Tun. Build 2 (F Con, A Ank) 
AUBRQA: Vie. No Change 

RUSSIA: Sev, Mas, ,Var, 5tp, Rum, Bud, Sw B , Njgr. Stdld 1 (F SfP) 
FRANCE: Bre, Par, Mar, Spa, Por, Bel. Build 1 (F Bra) 

ENGLAND: Edi, Liu, Lon, 6MX, (W. Disband 1 (F Hel) 

GKMANY: Ber, Kis, Hoi, Den, Mun. No Change 

"The Russian people warn all peoples of Europe of the tatreliability of France 1 s 
support. " 

Czar Wilkins 

GM NOTE: Another slip up with last turn... my fualt this time. The Turkish F AEG-ION 
should have succeeded due to F Stiy-SAS which cut Italy's support. THERE 
WILL BE NO MORE SUCH ERRORS (No, I don't beleive that either). You can see 
from the aboWB that Tallis Richmond(ENGLAND) has dropped out. Rttmsdt* 
BMXXRRtly BMfcmtmaBKi He assures us that this was because of pressing 
matters end not out of chnice. 



Spring 1903. 

ENGLAND ( A .Geissaan) : P Liv-v/al; P Nwy-Nrg; P StP 3 A Lon-Nv/y; 

P Nth G A Lon-Nv/y; A Lon-Nwy. 
PRANG 2 (J. Ball) : A Bur 3 A Pic-Bel- ; P Eng 3 A Pic-3'el; A Pic-3el; 

A :..ar S A Bur: A Por-Sua. 
GISt-iLlANY (B.Avelins) : A Run S 3ur(?); A Bel 3 3ur(??) ; A '.un- iur(?i?) ; 

P Ska 3 5 GII3HT 3we(?) ; A 3il-3er; P Kie-3 al; 

Note. A Bel retreats to Hoi. 
AUSTRIA (T.Priedrich): A V/ar H; A Vie-Gal; P Tri-Alb; A Ser 3 IT. A G.re; 

A Bud 3 A 3er; A Ru:n-Bul . 
TURKEY (L.V.'alsh) : P Ion 3 P Aeg-Gre; A 3ul S P Aeg-Gr e; P Ae~-Gre ; 

P Con S A 3ul. 

ITALY (/J.Dewis) ; ILSi . A Rom; A Ven; P NaT ; P Adr; A Gre. 

RUSSIA (G.'iorthey) : ',:"{ . A 3v/e ; p 3al: A iv . 



3en T I'll write to you and ex olain what you're doing v/rrag. THE 




NAME: 85 L 



GERMANY 



SEASON: Spring 1903 

New Address: 



ENGLAND 



RUSSIA 



ITALY 



GM:Roscoe Taylor 
Trinity College 
Parkville 3052 



A SIL - WAR 
A BER - PRU 
F BEL S F NTH 
A DEN - SWE 
F NTH Hold 



A EDI - YOR F BLA- ANK 

F LON - NTH A SER - MOS 

F NWY S FLon-Nth A RIM - GAL 
F BAR -Stp(nc) A UKR - WAR 



A Stp-Fin 



A MOS - LIV 



NMR 



FRANCE AUSTRIA TURKEY 

F BRE - MID A VEN - ROM F GRE - AEG A CON - BUL 

F POR - SPA{sc) A TRI - VEN Retreats - Alb A BUL - GRE 

A MAR - PIE A VIE - TYR F AEG S A BUL-GRE 

A GAS S A BUR A BUD - VIE F EAS Hold 

A BUR S A GAS A SER S A Rum (Russ) - BUL 

against palistinian 

terrorists. 

MESSAGE: "To Who» the Cap fits! 

You Bust express yourself, preferably in writing, as if your country depends on 
it. IT DOES. Russia will deal only with people who care enough to do AT LEAST 
that little. 

-is- 



DIPLOMACY 06-A 



GERMANY (Dod^sj: F DEN H; A KIE-H80.; A RUH ~ A KIE-HOL. 

FRANCE (Smapk): A BUR-BEL ; A MAR-SPA; F ?;IQ-POR; 

ENGLAND (Rudkin): F NTH C A EDI-BEL ; A EDI -BEL ; F N JG-N VY, 

RUSSIA(Sjollema): F BLA-BUL ; F SGT-^VE; A UKRt-RUM ; A 7AR-GAL . 

TURKEY(A\/elinf7): F ANK-BLA ; A_ CriN-SliL ; A SMY-CON j 

ITALY (Catkins}: A VEN-TYR; A ARJ-VEN; F ION-TUN. 

AUSTRIA (Ennland): NMR. 
CentEBS as of Fall". 1901: 

GERMANY: n -r, Kie, P.'un, Den, Hoi . Build 2: ( A \-m, F SBE) 

FRANCE: Par.Dre, tour, jfra , Per . Build 2 (A Pa r , F 5?,re) 

ENGLAND: E rii , Liv, Lon, N\vy_. Ruilri 1 (F Lonj 

RUS3TA: OtP, t as, .Jar, Rum , Sev, j£je. Build 2 (F '.~ev, A ,Var) 

Turkey: An I , Con, Smy. tin BuI^r 

ITALY: Rom, Ven, Mn, Tun . Build 1 (F Mao] 

AUSTRIA: Vie, Tri , Bud, <>er . Build 1 (A Bud} 

"Jhat can I ray nuys? Oops, " 

Sultan Ben. 

GM NOTE: Sorry, I rh::uld 'nave reminded everyone that builds v/ern due in cn FALL 
turns, (As it was , nnly Germany faille to. submit builds,; 



Pip loiYiciCy & 



Russia 

(WUdcUvrck) 



Turkey 
(Wilson) 



A liv-£Ji 
F Ltm-Mh 
F £di - Nr 9 

f &.P- Bt4k 
F Sev. - Bio- 
A Mas- 5gK 

A W>r- Ukr 

A Con - Bu\ 
A S**y - Cvr\, 
F Ank - 6h 



ykjr Ho more pUone orAer-s pitas* #r# 



My 



Aosiria 
(Smilk) 



France 
(Myers) 



Lt£riua**y 



Sftity No I 

F Nap - Tyn 
A Rom - 'Tus 
A Ven - Pic 

A Vie, - Gal 
A BvA - Ser 
f Tri - Aik 

F Bred ~ Mi J A 
A Par - Bur 

A Mar 5 A Par- 



- 1 



Bur 




4fc 



F TV. -Alt, A Vre-B^A, A8v,Jl-S*r. 

R*ss«'« ( P*4<rs^: A tfss-S+P, A U*r.yj, P5HP(rO-B*+, FS^-BL 

pA-^A. G Uo , t*A*f i*»«/»t wroij \fe\jr bsdis? ? Lvf 

»W* klevo , Ar*. ^ >s\\trts\A V„ f ^ ' *J ? 

J Tories ft PP^ r ^ *»*■ 

- | ^ _ A/\ir€^ £/tj La/. 




Spiral Arm is a 50 player, computer 
moderated Play by Mail game of space 
conflict in the far future. Played on a 
map containing over 600 stars, each 
player begi ns with one star and a home 
planet. His initial fleet is small and he 
is required to travel to nearby 3tars to 
take possession of thern for colonisation. 
All too soon he will be encountering other 
expanding players intent on controlling 
more and more stars. At home hi3 people 
use Industry and Raw materials to build 
more warships and Transports for 
colonists. Once landed on a new world 
the colonists will need support and 
industry to help them grow to where they 
too cen begin building ship3 to travel to 
the stars with. At the 3ame time you will 
be meeti ng other players with whom you 
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can exchange information. If they are 
friendly enough you can even. ally with 
them, allowing each others ships to pass 
freely over each others worlds, or to 
combine to fight a common foe. Warships 
i ncl ude Scouts, Destroyers, Cruisers, 
Battleships, Dreadnoughts and Monitors. 
Technology may be invested in with 
planetary income to improve your fire 
power, and eventual! y gai n unknown 
powers to daunt your enemies. Spiral 
Arm is a game of planning and diplomacy, 
you are almost forced to co-operate with 
others as you attempt to gain control of 
vast areas of the galaxy and achieve the 
final victory. Spiral Arm has two week 
turn arounds and each move costs $3.50. 
Every move you get a report of your 
empire and a new submission sheet. 
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What has this young Brownie maid 
been up to? 





Find out when you play Ringquest! 

You could also "Find a Lost Dwarves Mine" or 
"Rescue the Elven Princess" or any of 8 
other Quests - as well as the Ringquest! 

Ringquest is a PLAY BY MAIL, Fantasy 
Role Playing game. You control up to 14 
characters with hundreds of possible actions. 

Please send the 20 page Rulebook FREE to my 

Australian address; o/seas A$3 or US$3. 
Name: GBB 

Address: 



PBM Games PO Box 83 Mt Eliza Australia 3930 





the Sirius Sector O 



QUESTION AND ANSWER CONTEST 

The response to last issue's question and answer contest was satisfying. 
Many people want into deep and detailed analysis. Due to the efforts and 
quality of the answers I decided to pick three place getters. First place 
receives two free turns, and the other two one free turn each, in the Missing 
Tiger game of their choice. A couple of entries didn't make the final three 
because they misread the question and answered it from the defending the planet 
point of view. The three successful answers are on the next three pages. 



THE SIRIUS NEWS 

Still no applications for cadet reporters so we can only give a few brief 
and impartial glimpses into the various games under way. 

* Which veteran player in game 31 managed to do the following: Forgot which 
planet was his homeworld, gave the ship above the planet a general load order 
and went to his outer worlds with cargo bays full of much needed ore? No names 
mentioned Malcolm. 

* Which designer of RFS once loaded his ships so full of planetary defence 
units that there was no room left for fuel? 

* The mad diary -writer Roamer has deserted the stars of game 29 for the loops 
and mana of Witchking. 

* Remember that when buying ores to be used if a bid for Earth's industry is 
successful you buy at the listed price (without the 33* surcharge) . 



NEW CONTEST 



Two free turns in any Missing Tiger game for the person who can put the 
most convincing case for either side in the "Industry or Ships First" debate on 
strategy for the first ten turns in Return From Sirius. Preference will 
probably be given to players who use their own planets as a reference source. 

No "Balanced Development" wishy washy spokespeople need apply. 



VALDISS INTERSTELLAR 
SPACE CORPORATION 



> FUMING DIVISION < 



Re. Trrn Defence Faroe problem. 

A quick rev 1 qh of the situation , shoHs you can not realistically hope to get 
S1S7 out, Intact. 

A more detailed Investigation revealed the following; 
S187 can fire approximately 33 shots. 
The LARGE BATTLE can fire at least 55 shots, 
and the SHALL BATTLE betMeen 11 and 60 shots. 

This leaves 4 valid alternatives. 

1> Attack the SHALL BATTLE. This Milt guarantee Its reduction to a hul I 
< largest seal 1 battle Is a 20/9). The industry is likely to be used 
to rebuild It, instead of producing POLt's. And when your main attack 
force arrives it Mill only have one fighting ship to contend with. 
This option also has the advantage that if the enemy does not fire, 
you Mill still have a ship, while he has lost one. 

2> Attack the LARGE BATTLE. You Mill cause the hkIm damage to your 
enemy in terms of the resources necessary to rebuild the damage, but 
your OMn ship Hill almost certainly be rendered useless by the 
return fire. The effect this attack Mill have on a large battle can 
vary considerably, a 67/6 Is still very tough, but ah 18/25 isn't. 
Being able to guess at the size of the ship Mould help alot here. 

3> Destroy tl planetary defence units. This Hill reduce the size of a 
ship required to take the planet by 33 shots. Thereby Making a later 
attempt at gaining control easier, If there are no longer any 
battleships overhead. 

4> Get your diplomats talking fast. Offer to exchange S187 for the 
SMALL BATTLE (or one of his medium battles) eoved onto one of your 
OMn planets and carrying fuel. Bluffing that your medium battle can 
bloM anay most (or even all) of his LARGE BATTLE should add Height 
to your arguments ( a 50/5 can destroy a 100/49, the largest large 
battle). 

If you still covet the planet and this exchange goes ahead Me 
recommend SI 87 fires at the LARGE BATTLE. He Mill still receive 
S167, though in a slightly battered condition. You have only 
promised S1B7, not a medium battle) (see note below) 



Other options, such as attacking fuel, mines or industry are not recommended, 
as all the fighter units on S187 Milt have been destroyed before any damage 
can be done. 

*te recommend you never get into such a situation, unless, of course, this is 
only a feint, and you are stealing several research planets on the other side 
of his empire. 

A note for emerging diplomats concerning option 4. 

Decide before you start negotiating, exactly what you 
would tike the result to be. This Mill tell you what 
Information and assurances you can give without actually 
lying, or having to go against your word. In other words 
keep your reputation intact. 



Answer 2 David Cherry 



The Cartoon. 

Serious Answer: Fire at Ship B, as this way you will cause the most damage to 
the player who owns the planet and ships, in terms of industry needed to repair 
the damage your attack does 



We have 25 F and 10 C, so we get about 1.3 x 25 shots = 32.5 shots. On the 
Small Battle 20 F and 10 C (equal to 50 points of Industry usuage) would be 
destroyed. 

On the large ship, up to 32-33 F units would be destroyed = 64-66 Industry 
points would be destroyed. With mines or Industry as a target about 33 points 
would be destroyed. If Planetary Defence units were targeted then about 20 
points of industrial damage would be achieved. 

Thus in terms of replacement value, to hit the large ship would be the 
optimum, to hit the small ship would destroy both cargo and fighter units, but 
in this case, that will be easier to replace. You are going to be creamed 
anyway, so take as much of the other player with you as you can. This answer 
assumes that all attempts at a friendly solution have failed. ... to have the 
planet gifted to you would be the ideal solution. 

Answer 3 Clynton Smith 

Assuming that I was not friendly with the other player I would attack ship A. 
The reason? 

Ship 187 can shoot about 30-31 shots for the worst case for ship A (20/9) 
this would destroy the vessel and reduce the number of viable ships available 
to the other player. 

But if ship B was attacked it would still be around with a probable 
fighting value Best Case 50/25 (20/25) 



If you don't fight you will still lose Ship 187 any way - so hit back while you 
have a chance. 



Small Battle 
Large Battle 
Industry 
Mines 



10-20 F, 5-10 C Maximum damage = 50 

51-100 F, 25-50 C Maximum damage - 250 

10 Shots destroy 1 Industry Max Damage = 50 
As for Industry Maximum damage = 50 



Worst Case 100/10 



(70/10) 



ANATOMY OF AN EMPIRE 
Peter Rhodes 

OUTPOST THEORY 
Part 1 



Having decided to go for an empire-based (64 planets) win from the start' it 
was essential to undertake an ongoing program of exploration and colonisation. 

Given the inevitable distances involved, basing this exploration from the 
home planet was clearly not feasible. To overcome this barrier I developed an 
"outpost" strategy that enabled me to decentralise ray exploration patterns. 

As implied, the outpost theory merely means utilising a suitable planet as 
a base from which to expand in a lateral, as opposed to a linear mode. This is 
essentially a mid-game strategy that allows a player to expand while ensuring 
maximum consolidation/protection. 

During Game 16, I established a number of effective outposts and by 
analysing these, I have determined the following common features. Outposts can 
be of two types: A "Natural" outpost has industry and mines of type 0, 1 and 4. 
Those in the "other" category are planets which lack one or more of the above. 



1. Industry is used to build up cargo capacity when the ship is there and PDUs 
at other times. 



2. Fuel ( ore 0 ) is an essential requirement as it enables extended jumps from 
the outpost to new planets without having to ship fuel in. 



3 . Ore types 1 and 4 ( see 1 . above ) . 



4. Ships jump to new planets, unload PDUs, load ore (0, 1,4 etc ) and return 
to the outpost to restock on fuel and PDUs. 



The following are details of the actual outposts I developed during game 16: 



Planets Mines 01 23456789 IND 
NATURAL 

190 2 2 -11----55 

260 51 --8--74-3 

303 31 - 3 10 1- -- 54 

OTHER 

319* 32 

350 41 - 4 ------ i 



* Research Planet 



While planet 350 did not have type 4 ore this was transported there. As was 
the industry unit. Planet 319, being a research planet, did not need industry 
as it was able to produce PDUs on a research planet turn. Further 319 allowed 
jumps to be made to outer fringe planets not connected to it and allowed two 
ships to use the one outpost ( by creating a jump link during one of the 
research planet turns ) . 

Articles to come: 

PART 2 - The Role of Ships 

PART 3 - Analysis of Planetary Gains 

PART 4 - Game 16 Diplomacy and the Anti-Diprot League Saga. 




ROAMBR'S DIARY Continued 
Ian Whitchurch 



Turn 8 



War has broken out over planet 311, a Research Planet with industry. Dagrod 
had sent a medium battle there last turn; my 34:11 can't afford to return fire 
at 75* effectiveness, so I must shoot first. I sent him a peace message, as a 
RP with industry is almost untakable against determined opposition. No real 
developments on the exploratory front except planet 193 (a one out world) 
disappeared. 

Turn 9 

Both battleships on 311 have been destroyed, Blizarth has appeared on my 
flank ( away from 311 ). Running out of ore on my homeworld. Wrote to all 8 
other players, setting up an information exchange. Dagrod seems set for a 
battle to the death. Suits me fine, as I pick the hulls. Still only have 17 
planets. 



M.SHORTLAND. 
LOT 6 CEMETERY RD. 
M/S S31. 
LAIDLEY. 
4341. 

HI guy 's , 

well here goes I will attempt to write about game twenty in which I 
was JAXQM (player 3). 

It is my first turn and I am N0NAME3, not a very fancy name, so I will change 
it to JAXOM. Named after LORD JAXOM from ANNE MC ,CAFFERTY ' S booK THE WHITE 
DRAGON, a good booK. 

The first thing to do is to go and get all the planet's I can but use one ship 
to carry P.D's to planet's. 

The names of my ships and planets are a curious mixture of fictitious and 
generally weird names. My ships names R.F.A. HYPERION, R. F . A. ENDYMION,R . F . A . 
POLYCYCLIC, R.F.A. FEARLESS, R.F.A. OHIO, M.T.S. MING PRINCESS, M.T.S. 
DAWNTREADER and M.T.S. LIBERTY CRU I3ER .R.F.A. means ROYAL FLEET AUXILIARY and 
is. used for al! cargo ships and M.T.S. is my initial's ( I'm not telling!) and 
3 used them for warships. 

The names were from naval fleet auxillarys a naval amphibious assault ship an 
American submarine and the name of a force shield in Doc E . E . SMITHS booK 
"TRYPLANETARY, The warship;, name's cone from a racing form a friend and a 
source that I can not remember. 

The Fleets are named after areas and citys in booKs (plus a couple of planets) 
a feu- silly names like scott-free added for good measure. 

It is ♦ur* six and I have 5 ships and 13 planets <3 of which are research 
Planets). So far I have been able to put P.D's on 4 of my planets. At this stage 
all 5 of my ships are R.F.A's.As to strategy and tactic's ? What's that mean 
doc ?-> You guessed it I haven't got any, I just cope with what comes along. 

At turrt 7 and my first outburst of expansionism is over and 1 start to build 
my fighting ships, first being M.T.S, MING PRINCESS. I wonder at this point if 
anybody i« any garrte of R.F.S. has yet built a DREADNOUGHT ?D.M's have been 
flying around but no answer from STRIKER. 

Its- turn 9 and 1 have 15 planets plus ? ships <1 more M.T.S.). I also have 4 
research p I anets . STR IKER has a large cargo on world 143, my world and NO NAME £ 
is ,-r !*&r Id ££1, what are they doing on my world's ?I will do the friendly 
thing and send a D.M. 



Turn 13 and MILKON looK's 1 iKe he is going to EARTH to sell his ore to achieve 
an r'-o- '->:.-.!.-; win ~ While both STRIKER and NO NAMES have departed my space in 
peace I find a medium battle owned by HARLOCK is on world 356 one of my 
rese.-ch p I ane + s , St i 1 1 with 11 P.D's it should be safe, I won't send a warship, 
ir-s + ead I ail! give him the benefit of the doubt. 

Turn 15 and I have P.D's on all but 3 of my 20 planets . I have built my 8th 
sMr, it is a warship. I have a super cargo with 100 cargo hulls and I am 
Sitting ready for my first and last run to EARTH with it to sell ore .Meanwh ile 
my bigest warship is M.T.S. MING PRINCESS with 60 fighter hulls and 10 cargo 
hulls, I found a research planet owned by NO NAME 3 but decided not to fight for 
it . ROBSP I EPS ship has been and left my space without conf 1 ict .Messages are 
fishing around the ether all the time, and all I can say about this talK of 
war is that it is very quite in my emp ire .ROBSP IER is sending D.M's quite 
frequently and seems peaceful. I 
scanned a planet and what Iuck! an unowned research planet that will soon be 
mine. I must say that the scanning facility is a great idea. At this stage I am 
scoring fourth. 



Turn 19 and everybody is visiting EARTH, selling, sel 1 ing . Even so I am still 
scoring -fourth. I have £1 planets and 8 ships, £ are super cargo's that I uill 
send to EARTH soonest . Inf act I will load R.F.A. ENDYMION <f = 12 . c = 163 . ) and send 
it of this turn. Well I have f = 100 c = 10 on M.T.S. MING PRINCESS but what am I 
going to do with her ? 

Turn 29 and I am scoring third. My super cargo has reached EARTH loaded with 
71 of ore type 3 and 62 of ore type 1.1 ui i 1 1 be selling this turn and also the 
self appointed EARTH protection committee uill no doubt attacK my super cargo. 
I have loaded my second super cargo <f=l.c=lS0.) and will send her also to 
EARTH but I doubt if I have the time to get their, I'll send her anyway. 

Turn 21 and its all over with an economic victory to ROBSPIER,I have managed to 

grab a last few planets to maKe my total £7 and still I have only 8 ships. 

I uas right and on turn twenty N0NAME2 or MILKON, probably NONA ME £ attacked my 

super cargo, but only succeeded in reducing it to an 86 cargo hull that got 

away. My score is 21455 only 1372 off of second place! My second super cargo is 

only one turn from EARTH, so near but so far. MY 

GOD CAPTAIN LOOK AT THAT, MILKON HAS BUILT A DREADNOUGHT!! a pity its to 

late mate. I sent my warships to other players planets but only M.T.S. LIBERTY 

CRUISER managed to taKe a planet. 

Overall I did not do to bad, but I thinK the Key to success and fame is to be 
violent. So if you find a large battle dropping out of hyperspace and blasting 
your planet in future games it could be me! 

Well thats it guys and thanKs for a good game, 



yours , 



MICHAEL. 
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FINISHED GAMES of RETURN FROM SIRIUS 



Games 12, 19 and 20 have finished. The changes to the Research planet rules 
come into effect after game 21, so we expect the game to start to last longer 
than a year or so soon. Bach win was an economic one — still no one can control 
Earth for the single turn nessesary for victory that way. 

The ranking of each player is calculeted by dividing the final score by 
the number of credits needed for a win. This is 30 000 now, but two of these 
games had 25 000 as the winning condition. This allows a player in one game to 
be directly compared with a player in another. 

Unfortunately, this ranking method is simplistic. It does not take into 
account how close a player is to one of the other winning conditions. For 
example, a player who is poised to take control of Earth can have victory torn 
from his or her hands at the last moment. Since that player is unlikely to have 
a well developed empire, their score and therefore ranking, is probably quite 
low. If anyone has a better method, please let us know. 

Game 20 has been won by ROBSPIER (Ben Ave ling), by an economic win. He 
managed to obtain 16 ships in only 21 turns: a remarkable feat. He was helped 
in this by STRIKER to a fairly large extent. His gifting orders gave ROBSPIER a 
net gain of 7 Research Planets and one ship and the score from these Research 
Planets was a major part of his win. The rules on Research Planet scoring 
(which were changed for all games after game 21) will prevent a similar win in 
future games. We extend our congratulations to ROBSPIER and his diplomacy. 



PLAYER 


SCORE 


SHIPS 


PLANETS 


RANK 






GAME 19 






KHOUGAR 


26134 


8 


34 


1000 


AIKEN 


20905 


9 


32 


836 


BIRDMAN 


18886 


11 


31 


755 


PUNK 


18409 


7 


16 


736 


ANTHROPY 


17258 


8 


24 


690 


XANATOR 


16985 


9 


20 


679 


BAROTH 


14562 


9 


19 


582 


C.DESTON 


14047 


10 


17 


576 


NIPPON 


13123 


8 


16 


525 


AVERAGE 




8.8 


23 


709 



PLAYER 



SCORE SHIPS PLANETS 



RANK 



GAME 12 



WARLORD 


25573 


8 


26 


1000 
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AVERAGE 




9.1 


21 


793 






GAME 20 






ROBSPIER 


31690 


16 


44 


1000 


STRIKER 


22827 


11 


23 


760 


JAXOM 


21455 


8 


27 


715 


HELFIRE 


18568 


10 


25 


619 


MILKON 


17929 


7 


14 


598 


HARLOCK 


15541 


8 


15 


518 


AZTECA 


17522 


10 


20 


584 


NONAME9 


15687 


11 


19 


523 


N0NAME2 


15351 


11 


16 


511 


AVERAGE 




10.2 


23 


648 



ROBSPIER, KHOUGAR and WARLORD each get their names reserved for ever 
for free. This is an honour given to any winner of a game, and to anyone else 
who pays us $5. 

If players want to write some comments on the game, we will probably 
publish them in The Go*Between. Anything between a paragraph and a couple of 
pages would be welcome. 



dftitst \~L RETURN FROM SIRIUS. 

A Report from Egammag, peaceful neutral from the Planet "New World" 



Life wasn't meant to be this hard! I mean, why in the world would a peaceful trader 
spend his last days fighting off the onslaught of a religious maniac with an overwhelming 
desire to conquer- his home planet? 

My empire was one of the most peaceful ever considered. Planets were named after the 
vineyards of the Old Earthern worlds. Dreams like Rhine, Oporto, Pauillac and Barsac 
existed, each one manufacturing wines of a nature similar to those reputed to have been 
originally devised in those far off days. The multicoloured fluids were consumed at a 
grate rate by the peace loving, friendly citizens of these planets, without ever giving 
consideration to the construction of weapons of destruction. I will concur with the 
speaker at the rear of the stadium who refers us to the last battleship we possessed, 
which crashed into one of our best wine plots after the pilot had become furious over the 
argument over the relative merits of Bordeaux and Burgundy! He had, after consuming a 
dozen bottles of the finest Burgundy, perished whilst making the attempt to travel to 
Bordeaux to find out for himself! 

Into this world of tranquility came many travellers. Most, after being entertained by 
our people, left in peace (some in pieces if their navigation had suffered from too much 
of our finest products) and returned only as friendly visitors for more of the same. One 
surly traveller extracted from us a promise never to trespass onto planet 303 or beyond in 
return for leaving our system alone - a contract binding upon us in every form. 

After making an agreement to supply Earth with large amounts of our industrial 
efforts in the form of Reds, Whites and Fortifieds, we prepared ourselves to add the 
benefits of our exchange to the research on our four research planets - aimed, naturally, 
at the improvement in the quality of our goods. 

And then he came............... 

Our peaceful world was shattered forever. Three Large Battles and a Super Battle 
landed on our home world to partake of our customary hospitality. The ships of the 
WARLORD, the villian who had previously made the contract never to touch our system, 
destroyed everything in sight. Millions of hectolitres of wine poured into the streets to 
mingle with the life blood of our citizens! 

Stunned by the ferocity of the attack, we could do little to repel him. It took many 
moves for our ships to become fighters, and many more for our crews to train. Our research 

planets were only able to produce results at the end extending our life for one more 

move. Our only results were the destruction of his battles. He left us with a small battle 
and a large ship, as the smouldering hulls of two other mighty battles lay crippled on our 
surface. 

At the finish, that treacherous WARLORD - may his name ever stand for infamy and 
disgust - had landed a Super Cargo and two large Cargoes on Earth, stealing from us 
forever, our contract with the planet of our roots. Our mightly fleet of cargo vessels, 
eight in all plus the captured Galactic Emperor (once a super battle), had been reduced to 
3 large cargoes, a medium cargo, 2 empty ships, a mini battle and a medium battle, all of 
which had spend their all in the defense of the empire. 

What had driven the WARLORD to this most hideous crime against humanity? GREED! He 
had been unable to stand the thought of such a life as ours - such a peaceful, perfect 
life. He had been consumed with a religious fervour to reduce perfection to his own 
standards. 

Travellers on the carpet of life.. ..I call upon you all to be wary of such treachery 
in your own lands. Guard well your agreements and watch the one who calls himself 

WARLORD OF TITAN. 



Issued under the seal of Egammag, 
Leader of the New World, 
Purveyor of perfection. 
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RETURN FROM SIRIUS. 



GAME 16 SUMMARY. 



The Story of Redaleth. by Tony Wilkins. 

Game 16 was my first RFS game, as such it was as much a training game as it 
was an attempt to win. 

Turn 1 saw the construction of cargo units on three ships and the construction 
of an industry and seventeen planetary defence units. I think this first move 
showed the inexperence that was to plague Redaleth for the first 10 or so moves 

of this game (constructing P.D first turn now seems a waste of industry no 

one is going to beat you up first turn). 

Hulls were constructed in turns 2, 4, and 6. Then G.O.D and ALDER were 
encounted. G.O.D's medium battle "Wrath of G.O.D" persued my undersized ships, 
and a nasty exchange was rendered by " Junk of G.O.D ". Alas this shirmish cost 
Redaleth dearly : two hulls were now empty ships and research planet 309 was 
G.O.D's. Redaleth never really recovered from this battle. By turn 10 my score 
was 1000 below average but my ten ships consisted of three empty hulls and only 
four reasonably sized cargo ships. 

The other battle of note was with DIPROT, By turn 12 Redaleth had gained some 
experience and the tactical advantage of mini-battles was used. Diprot's medium 
battle fell easily to a few mini-battles. Thus by turn 14 Redaleth had 11 ships. 

An alliance was negotiated with G.O.D and DIPROT at about turn 19, The 
purpose of the alliance was to launch a combined attack on the game leader 
which we thought must have been SHOGUN. A good battle may have saved us from 
being economically defeated but we acted too slowly and had no idea that DRFI 
was about to win. It was indeed a shame that it was not possible to use a 
reseach planet turn to name the player closest to winning. Fights to the finish 
definitely seem the way to go. 

Tactically, Redaleth learnt the value of small battles and large cargos. But 
this was learnt the hard way, with twelve ships only 4 were real cargos and 8 
were battle orientated ships. Too many hulls and too little cargo, not to 
mention my fuel costs! In a fight to the finish however Redaleth may well have 
hung on. 

I would like to thank John and Rick for taking the time to answer my 
questions and queries. They also did a great job in piecing together the game 
after a disk failure, such a task that I feel they should be named at least 
runners up in this game. 



PLAY BY MAIL GO 

(John Campbell) 

It is said by some that "life is but a simplified game of Go." Others have 
said, "As Go is to chess, so philosophy is to double entry accounting". Less 
eloquent people such as myself have merely said that its a bloody good game. 
Kevin Flynn of Australian Wizard fame, and myself have started a PBM game of Go 
which will continue to be reported in the GoBetween as long as it generates 
some interest. I will be commenting on the game as I see it, but remember, I am 
one of the players and can hardly be expected to be impartial. I will try. 

Since few people will be familiar with the game of Go, I will briefly run 
through the rules. 

1) Play alternates, like chess, but a player may decline to move. Three such 
non-moves in a row and the game is over. 

2) A player gets a point for each prisoner captured and a point for each unit 
of area surrounded. 

3) The pieces are called "stones". A group of stones is composed of a number of 
stones which are connected by the lines on the board. Note that there are no 
diagonal lines. 

4) A group of stones is allowed to remain on the board (ie it is not taken 
prisoner) if it enclosed at least two seperate points of territory, or can be 
made to do so. It also remains on the board while the group could be made 
larger by placing more stones. 

5) A group of stones is removed from the board if it fails section 4 and the 
game has ended, or if it is entirely surrounded by opposing stones. To be 
surrounded, the edges of the group inside the group mist be covered as well. 

So, on to the commentry on the game. The game is recorded by showing the number 
on the stone to indicate which move it was when it was played. So, the game 
started with black playing in the bottom-left corner. I am white. 

1,2. Normal attempts to control a corner each. 

3. An outragous move. An act of insanity. (See! Impartial to a fault). 

4. Another corner tentatively staked out. 

5. With 1, a claim on the bottom left side. 

6. The last corner. They are the easiest areas to get, so get them first. 

7. Probably to help 5 and block the expansion of 2. 

8. Nibbling away at the bottom left corner a bit. 

9. With 5 and 7, an excellent move. Why? It should become obvious later, but 
2 will make only a tiny area beneath 7. Unless something else happens. 

10. Blocking 1 in, making 3 even closer to totally useless and helping 6. 
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SUL'EEM 



The Sleeping Dragon presents 
Australia's newest play-by-mail game, 
Sul'eem, a solo fantasy campaign set in 
an unique world of scorching deserts, 
dense dark forests, and rolling plains. 



Sul'eem is an adventure, mystery, and 
intrigue — an experience rather than a 
game. 

Start-Up Package $10-U0 

Moves (each) $4-50 

Moves (bulk pack of 5) $20-00 

Write to: The Sleeping Dragon, 
P.O. Box 150, 
Newcastle 
N.S.W. 2300 



EL MYTWCO 




An hypothetical simulation of revolution in 
central America from the makers of 'Centre-earth' 
and 'Shadow of the Hawk'. 

1_2 players: 5 government, 5 guerilla, 1 CIA and 1 

Ideology, propaganda, equipment purchases, all 
military/para-military forces available, spies and 
death squads. 

Tense contest of wits: you'd better get them 
before they get you. 

Optional full colour map. 

$10 for set-up and 2 free turns; there-after 
$4Aurn. (Inc. newsletter) 

15 March 1985: In the central American country 
of El Mythico the Presidential cavalcade was 
ambushed in mountainous terrain south of the 
capital today. Grave fears are held for the safety 
of President Andmo . . . 



FURTHER INFO. 
SNEDC0 10 Herman St, 
Lawnton Old 4501 
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Dip 86 D 
The Big Dees 

Jesper Petersen, William Webber, Darryl Winder, Eric Roche and Terry Chilvers 
need two other contenders for the Overloadship of Europe run under the control 
of that rumpled GM Mr Luke Clutterbuck and his dancing mushrooms. 

KINGMAKER 

Glen Northey, Grant Van Dongen and Paul Conn would like a few more 
Pretenders to the throne and a GM. 

MACHIAVELLI 

Anyone interested? 



STAR FLEET BATTLES STAR FLEET BATTLES STAR FLEET BATTLES 

Mad Mark Mistletoe Dewis has developed a passion for this game and after 
discovering a set of play by mail rules to it wants to run a multi-player pbm 
game of it. Any takers? 
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IMPORTANT ADDRESSES, 



GMs: 

85 J and 86 A 
Mark Dewis 
PO Box 118 
Legana Tas 7250 



84A 

Paul Mel lor 
149 Hurstville Hd 
Oat ley NSW 2223 



84B 

A. Geissman 
24 Caroline St 
Kingsgrove NSW 2208 



84C 

Duncan Baxter 
53 Myall Ave 
Keningston Gardens 
SA 5068 

84F 

William Brown 
F4/35 Caroline St 
East Hawthorn VIC 3124 



84D 

Cameron Thomas 
7 Parker St 
Chelmer QLD 4068 



85G 

Andrew Schacht 
5 Pent land Ave 
Punchbowl NSW 2196 



84E 

Darryl Davis 
RMB 5403 

Manor Hill Close 
Holgate NSW 2250 

85H 

Terry Bradley 
18 Cook St 

Satur via Scone 2337 



851 

Rick Snell 

c/ The Missing Tiger 
GPO Box 286C 
Hob art 7001 



85K 

Wayne Closter 
2/14 Merton St 
Ivanhoe VIC 3079 



85L 

Roscoe Taylor 
Trinity College 
Parkville VIC 3057 



85M and 85 N 
Rick Snell 

c/ The Missing Tiger 
PO BOX 286 Hobart 700 



86 B 

Tony Graham 

90 Green Point Rd 

Oyster Bay NSW 2225 



Machiavelli 2 
Shane Mc Ardle 
6/79 Potter St 
Dandenong VIC 3175 



AWHC Diplomacy 
Mark Haughey 
8 Goodenia St 
Rivet t NSW 2611 



86 C 

Andrew England 
91 College Rd 
Somerton Park SA 5044 



NEXT TURN DEADLINES 

All moves to the GMs by: FRIDAY "Jo 1986. 
GMs results to the Missing Tiger by V» 30fJ^ 1986 



The 



JjJjggJUg UggP* GPO Box 286C Hobart 7001 ph 233926 



If a tick appeares in the space there are two things you should know. 

1. Your subscription is now due and you should pay us #12.00 before you 
receive your next issue. Payment should be to: The Missing Tiger. 

2. If you ignore this warning, your last issue will be claw-delivered 
and payment extracted in blood. 



